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1. Introduction / problem to be addressed in senior project!
Achieving a personal goal and making a positive change in one’s life can be a difficult and
elusive task. Everyday people are creating and setting new goals for themselves, but more often
than not these goals are never realized. Motivation, determination, and discipline are all key
elements when it comes to accomplishing a goal, but if there is no clear idea as to how to
connect the dots from where one is to where one wants to be these important qualities lose their
effectiveness.!
The applications that exist today largely fit in the realm of goal/task management and
planners. This approach, with the proper motivation, can be effective in helping one achieve his
or her goals, but the act of setting, logging, and planning activities, and then going back into the
application to signal there completion/failure is time consuming and unappealing to the average
user. This can be marked by the large percentage of people who do not use these applications;
in a survey targeting online communities committed to completing goals only 50.9%, roughly
half, of the users stated that they used these types of applications (Survey will be attached).
This is a surprisingly small number considering that these participants would appear to be the
most likely candidates for these applications.!
!
An argument that can be made that users do not find that they are not getting properly
rewarded by these applications for the amount of effort they put into them, and so lack the
proper motivation to us them. Motivation is a valuable and sometimes scarce resource, so an
application that requires less effort to learn, manage, and implement may help fit the unmet
requirements of these non app users. This project aims to address this problem by taking the
benefits and passivity of journaling techniques and applying them to goal accomplishment,
encouraging the user to track one’s progress toward his or her goals in a manner that is
relatively hands off.

!

2. Deliverable!
This project provides the data collected from the user need gathering survey and both of the
conducted usability tests. Also provided are the designs implemented after each phase of
research and testing, along with the final design and code of the application.!

!

3. Literature and Technology Review!
Goal journaling is the simple act of recording any and all activities that one has
completed that relate to a person’s predefined goals. This is different from a planner or
management tool in that in these a person defines the goal related activities they wish
to complete, and then marks those activities/milestones as completed once reached.!
!
The goal journaling application being developed for this senior project has 3 key
qualities that set it apart from today’s goal and task management applications, which
tend to miss out on one or more of these important concepts. !
!
Many of the insights in this section are drawn from Teresa Amabile’s research
into 12,000 daily diary entries from over 200 professionals inside organizations, that
illuminate how everyday events at work can impact employee engagement and creative
productivity. This research directly correlates with the concept of goal journaling and
helps to highlight some of the key points made in this section. Amabile is a Professor of
Business Administration and a Director of Research at Harvard Business School, and
received her doctorate in psychology from Stanford University. As a distinguished and
accredited Harvard faculty member and researcher with a large body of previously
published work, her research can be considered a valuable and trusted source.!
Lufkin
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!

3.1 Progress Recognition!
The first and the most central quality of this application is it’s focus on progress, no
matter it’s level of significance. This application places huge value in establishing a
sense of progress, as this sense, according to the exhaustive analysis of nearly 12,000
diary entries logged by knowledge workers, is the single most important factor that can
boost one’s emotions, motivation, and perceptions throughout the day. The more
frequently one can experience this sense of progress, the more likely he or she is to be
creatively productive in the long run. (The Power of Small Wins, Amabile) This
perception of progress and its beneficial side effects can be directly translated to help
aid in the process of goal accomplishment. !
!
When one envisions progress, one normally associates this with the good
feelings that come along with accomplishing long term goals or experiencing a major
breakthrough. Hitting these big milestones are great, but they are typically not of a daily
occurrence. Even small wins though can trigger big boosts in engagement and
happiness, across all types of events participants reported a notable proportion (28%) of
incidents that had a minor impact on a project had a major impact on people’s feelings
about it. (The Power of Small Wins, Amabile) These small but consistent steps can
accumulate into excellent execution, yet they often go unnoticed in one’s overall
performance despite being so critical. !
!
Small steps are often overlooked in todays goal and task management
applications as a user is usually required to establish goals and milestones before their
execution. This can lead to an oversimplification of the steps required to reach goal
completion, which unintentionally forces the user to only be gratified when he or she
completes a predefined step, leaving any unforeseen or smaller steps unrecognized.
Premeditation, though an important process in goal accomplishment, can have the side
effect of muffling a user’s experience of progress. The ability to journal one’s goals
capitalizes on this process, as the journalling process allows one to record one’s
progress no matter how minuscule it may be, and in doing so gives the user an
opportunity for positive reinforcement at every step along the user’s journey.!
!
!

3.2 Visual Information Processing!
According to Jerome Bruner of New York University, as cited by Paul Martin Lester in
“Syntactic Theory of Visual Communication”, “studies show that persons only remember
ten percent of what they hear, 30 percent of what they read, but about 80 percent of
what they see and do.” This human capacity for processing and retaining visual
information is something that a surprisingly few number of applications take advantage
of, usually resorting to long lists of text with no additional visual elements. In a study
conducted by the Nielsen Norman Group it was founded that 79 percent of test users
always scan any new content they come across, and only 16 percent read word-by-by
(Nielsen, How Users Read on the Web). These important factors though not specific to
the journalling process are taken into consideration in order to help minimize a user’s
perceived effort. By implementing visual representations of information wherever
possible, and displaying one’s progress through a visual medium, one can receive
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immediate feedback and recognition of their progress, and consequently receive the
psychological benefits of progress with minimal effort.!

!

3.3 Minimal Tool Management!
The goal journaling application provides one distinct advantage in comparison to other
applications in that it requires minimal management in order for it to be effective to the
user. By following the same techniques performed in journaling and recording one’s
activities at the end of the day, one only has to access the application once, which can
easily be set as a notification or reminder. On the flip side with goal and task
management applications one’s number of interactions is effectively doubled or more as
the user is constantly having to go into their application to set up tasks, and then return
to manage them to mark whether or not they were completed. This may be satisfactory
for some user’s, but for a large percentage of users the benefits returned for one’s
efforts are not justified, and these applications are left untouched. One’s level of
motivation can play a large role in the sort of approach one takes on their goals. ! !
!
Interestingly enough a person who has less motivation may choose to use this
goal journaling application due to its more hands off approach, but may in fact lead to a
more motivated user overall in comparison to a user who selected a planner or
management application. In the 12,000 daily surveys filled out by participants in
Amabile’s Inner Work Life and Performance Research they discovered that one’s
progress and setbacks had significant influence on one’s life and their levels of
motivation. On progress days people were found to be more intrinsically motivated, by
interest and enjoyment of their work, and on setback days they were not only less
intrinsically motivated but also less extrinsically motivated as well. (The Power of Small
Wins, Amabile) These setbacks can arise in planner and management applications if a
user is overly ambitious with their perceived schedule, and where initially properly
motivated, can ironically lead to apathy and disinclination to work towards one’s goals at
all. Where as with a journaling application there are no set backs just progress
recognition, which induces a cycle. A sense of progress leads to greater motivation,
which leads to greater productivity, which leads to an even greater sense progress
etcetera etcetera. This creates what’s called a “Progress Loop”, a term coined by
Amabile, that reveals the potential for self reinforcing benefits. Goal journaling offers a
method to enter into this positive feedback loop, and can help sustain this cycle with
small step recognition, creating the potential to transform lazy users into highly
motivated individuals.!

!

Below is a chart listing popular applications used today and how they compare to the
key characteristics of this senior project.!

!

Application Quality Comparison!
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Application Progress, Big or Small:
Can record progress of
any level of significance

Displays
progress in
a visual
format

Minimal
Management: Once
a day access or less

Goal
Totals:
Oriented

Senior
Project

yes

yes

yes

4

WunderList no

no

no

no

0

Omnifocus

yes

no

no

no

1

Clear

no

no

no

no

0

iDoneThis

yes

yes

yes

no

3

Everest

no

no

no

yes

1

Life Tick

yes

no

no

yes

2

Evernote

yes

no

yes

no

2

yes

!
4. Technology Overview!
!
Decision: Develop a web application using HTML5, CSS3, and Javascript.!
!

Reasoning: The opposing options were to develop a native application for either Android
(Java) or iOS (Objective - C). A native application fails in several criteria that were
deemed important to the completion of the Senior Project.!

!

Native Applications:!
• require more time for development!
• require more time and effort to make small changes!
• have limited platform availability!

!

Due to the limited time frame of the Senior Project, and the desire to have universal
access to the application a native application does not make the best first choice.
Though native applications have there own inherent advantages such as cleaner and
greater user-interface control, direct access to device hardware and internal software,
and on device presence, these aspects are becoming less and less specific to native
software as web technology support and advances have been growing at a rapid pace
for the last several years.!

!

With technologies like:!
• HTML5 : Has Modern JavaScript API support, mobile support, less need for plug-ins!
• WebGL : JavaScript API for rending interactive 2D and 3D graphics, without plugins!
• WebCL : Gives users access to parallel computing allowing efficient use of CPU and
GPU allowing users to run heavy loaded applications at smooth speeds!
• ShadowDOM : encapsulation of DOM elements!
Lufkin
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• Famo.us : a soon to be released JavaScript platform that enables developers to build
high-end, cross platform web apps that perform as well as the very best native apps. !

!

Final Note: Pursuing this technology will leave this application open for further growth
and development after the completion of the Senior project and will allow me to invest
my time in future technologies of the web, which would not be possible if a native
approach were selected.!

!

5. Design and Implementation!
In this section each stage of the design is explained in detail as well the factors that lead to its
successor. !

!

5.1 Initial Design (Version #1)!
At the beginning of this project the goal was simply to improve on the designs of existing goal
applications. This was to be done by creating a simplified user interface that only displayed
elements of the application when queried. The central theme behind this initial design was to
eliminate any unnecessary text and replace it with a visual representation. Each goal in the
application would be represented using symbol and color recognition (goal icons were not
developed due to time constraints). This can be seen in Figure 1 with each colored bubble
representing an established goal and the navigation bar in the upper right using symbols that
represented adding a goal, the week page, and the calendar page.!

!
Figure 1. Version #1 Home Page!
!

!

!
When one of the bubbles in Figure 1 is selected it would take the user to its associated
goal page, as seen in Figure 2. This page would display the given title and description for the
goal and display a list of scheduled activities set up by the user.!

!
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Figure 2. Version 1, Planner Goal Page!

!
Figure 3. Version 1, Planner Week View!
!
!

!
!
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Figure 4. Version 1, Planner Calendar View!

!

When a user selected the week display icon in the navigation bar the image in Figure 3
would be displayed. Each circle represented a day in the week and was numbered according to
the day’s date. Surrounding each date were the goal related activities planned for each day and
colored according to their associated goal. When a day was selected by the user the activities
would line up and display their text. This allowed for the user to get a quick visual of one’s week
without having to filter through large amounts of text.!
!
Finally figure 4 would be displayed if the user clicked on the calendar icon in the
navigation bar. This page was directly inspired from Github’s own personal calendar. It displays
the year as a visual grid, each block representing a day in the week, each column representing
a week in the year. These blocks are then color coded based on the level of activity for the day,
starting from light grey (zero) to dark green (a lot). Dark green would represent the overall
activity amounts and if a color was selected from the bubbles above the calendar, only activities
according to that goal would be displayed on the calendar. This calendar provided users a way
to visually track their activity and their progress towards their goals.!

!

5.2 User Survey Redesign (Version #2)!
After the initial design an anonymous survey was conducted targeting online communities and
forums with technologically oriented users who consciously seek ways to encourage selfimprovement. When users were asked if they used a tool or application to help them with their
goals or daily tasks 50.9% of users said no (survey results can be found attached to the end of
this document). This was a surprising number as it was believed that there would be a strong
correlation between these community members and goal application use. It can be gathered
that from this data that for whatever reason current existing applications were not meeting user
needs. When asked why they do not use a tool or application a large percentage stated that
they never found one that worked well for their needs. One comment left by a user stated that it
becomes another thing to curate and manage. This struck a note considering I was developing
a goal application, yet had never bothered to use one myself. It was considered at this point that

Lufkin

9

simply developing an improved user interface would not meet the needs of these users and that
a different approach may be necessary.!
!
When asked what tools/applications users used to help them with their goals, three of
them identified journaling. This, along with a discovery of Amabile’s research on inner work life,
helped determine that an application using a journaling approach had not been applied to to the
area of goal accomplishment (the potential benefits of which are identified in Section 3 of this
paper). Considering that a large subset of people do not use a goal planning/management
application, myself included, the application was redesigned to implement a more journalistic
approach towards completing goals in an attempt to target these non-users. !
!
As seen in Figure 5 the main page was left unchanged except for an icon in the
navigation bar. This being the week planner icon being replaced by an icon that was meant to
represent where a user would log their daily activities.!

!

Figure 5. Version 2, Home Page!

The individual goal page received some significant modifications with the redesign, which can
be seen Figure 6. Underneath the title and goal description, which remained unchanged, were
now milestones, or subgoals, to the main goal displayed in a ladder like fashion to emphasize
taking steps towards one’s goals. The user can freely add or remove milestones as a way to
help breakdown the goal making process into more manageable chunks. To the right of this sits
the activity log, which displays goal related activities completed by the user according to their
date instead of the user’s planned activities. These activities are entered in on the activity entry
page found in Figure 7.!

!
!
!
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Figure 6. Version 2, Goal Page!

Figure 7. Version 2, Activity Entry Page!

!
The activity entry page (Figure 7) is where users enter in the activities that they have
completed for the day. The center panel is where the user enters in their activities. The left panel
is to select what type of goal is to be entered in according to its color. When the user clicks on

Lufkin

11

the plus button in the bottom right of the center panel those activities will be entered into the
activity log to the right which displays the day’s completed activities. !
!
The only changes made to the calendar (Figure 8) was a replacement of the extra text
below the calendar originally taken from Github and replacing it with an activity box that
displayed the selected days completed activities as a way for the user to look back on what they
have achieved.!

!

Figure 8. Version 2, Calendar Page!

5.3 Peer Review Redesign (Version #3)!
!

After creating the second design for the goal journaling application it was displayed to a
group of designers from various backgrounds for feedback. It was identified that the majority of
the panels involved both a color selection feature as well as a panel that displayed activities
according to the page. It was suggested by the feedback group that these elements instead of
being unique to each page be standardized across the entirety of the application that way the
user does not have to learn each different implementation of the interface. Additionally the home
page served as an intermediary between the goal pages, providing no useful information to the
user, and so by implementing this new design the goal pages would create space for additional
features or content for the main page, as seen on Figure 9.!
!
The redesign has standardized: the goal/color selectors to a leftward panel, the activity
display to a rightward panel and the main content to the center panel with the navigation
remaining in the top right corner of the page. On the main page (Figure 9.) the activity display
shows the activities completed for every user goal as well as activities that do not fit under a
specific goal, labeled as a dark forest green. When a color bubble is selected on this page the
user will be taken to the associated goal page, otherwise if the add button is selected a popup
will be displayed prompting the user to create a new goal, this is standardized across all of the
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pages. The goal page redesign (Figure 10.) has a goal completed button and add milestone
button in the top right corner, previously unimplemented, and the milestone zigzag, ladder step
design has been removed to conserve on space within the application. Additionally now with the
colored bubble selectors added to the goal page the user can now navigate between various
goals with a single click instead without having to return to the main page.!

!
!

Figure 9. Version 3, Main/Goal Page!

!

Figure 10. Version 3, Goal selected from main page!
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The activity entry page (Figure 11.) remains unchanged except for a small layout change. The
calendar page (Figure 12.) maintains all the same functionality except that the calendar is now
displayed vertically to fit the new layout design.!

!

Figure 11. Version 3, Activity Entry Page!

!

Figure 12. Version 3, Calendar View Page!
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!

5.4 Usability Testing #1 Redesign (Version #4)!
!
The first round of usability testing of the redesigned goal journaling application helped
identify some key usability issues with the application; this data and analysis can be found in the
section 6.!

!

Figure 13. Version 4, Single Page User Interface!

The design changes eliminated the need for a navigation bar all together by fitting all the
application features onto one page. This is beneficial as it puts all of the features in context with
one another and allows the user to only have to learn one interface. The activity display in
Figure 13 is the only other major alteration besides the application architecture. The display
takes inspiration from Google Drive’s own activity panel by grouping activities by time frame. In
addition the activity entry is reduced to one line of text and only enters activities according to the
goal selected, which get directly added to the display. The simplification of this feature greatly
helps in reducing user confusion on how it functions as well as allow for more space to be
utilized. A second round of usability testing was conducted on this design, and the results can
be found in the next section.!

!
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6. Analysis and verification of project success!
The project’s success was measured primarily from information gathered through usability
testing of the application, being one of the most frequently used user experience design testing
methods. Usability testing involves asking participants to perform specific tests on a site or
application (or a prototype of it) to uncover potential usability issues and gather ideas to address
them (Unger, A Project Guide to UX Design). An application used in order to assist a user in
tracking and accomplishing his or her goals must in itself be user friendly, otherwise the main
functionality and purpose of the application can be lost in the design. Following this logic in
order for this project to be successful the application itself must be relatively easy to use, so as
not to mask its purpose.!

!

To be successful, the user experience design of a product must take into account the objectives
of the project, the needs of the product’s users, and any limitations that will affect the viability of
product features(Unger, A Project Guide to UX Design).!

!
6.1 List of Factors to be Assessed!
!During the usability tests a user was asked to run through a list of scripted actions using a
mockup of the application or the application itself. The actions will be measured accordingly:!
! Number of Attempts: The number of attempts made by the user to complete each scripted
•

action. The minimum number of actions in order to complete the first script is 16, and 11 for
the second script. A score that is equal to or greater than two times the minimum number of
attempts to complete the script will result in failure. The closer a user’s score is to the
minimum number of attempts, the more successful this project.!

! Prompt Level: This is the level of prompt required from the facilitator to complete the task. A
•

level will be recorded according to each scripted action. !
- Level 0: No response is required from the facilitator to encourage the user.!
- Level 1: The test facilitator responds to a participants question but doesn’t provide any
additional detail. For example, a participant asks, “I think it would be this button, should I
click on it?” and the facilitator responds, “Go ahead and try it.” !
- Level 2: The test facilitator sees a participant is struggling and gives a hint in response to a
question. This level doesn’t include giving the answer directly, but the response may affect
the user’s approach.!
- Level 3: The participant has given up in frustration or has struggled to the point where he
would likely have given up if faced with the task in real life. (Unger, A Project Guide to UX
Design).!

!The project is considered a success if there are an average of zero level 3 prompts, no greater

than three level 2 prompts, and no more than five level 1 prompts. If there still exists any level 2
prompts at the end of the project a potential design solution must be provided for each.!

!
!!
!!

• Intuitiveness: Understanding of how the web app is used. After user testing, users will be
asked to point to specific elements on the page and attempt to describe what is their
intended functionality. Considering this will be shortly after their first interaction with the
application if users can correctly guess over 60% of the elements the project will be
considered a success.!
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6.2 Usability Test #1 Data!
User 1
#Attempts

Lufkin

User 2
#Attempts

User 3!
#Attempts

User 4
#Attempts

User 5
#Attempts

Average
#Attempts

Add a new goal

1

2

1

1

1

1.2

Add a milestone
to the page

2

4

2

1

9

3.6

Delete that
milestone

1

1

3

1

1

1.4

Mark a
milestone as
complete

1

1

1

1

1

1

Go to the lime
green goal

1

1

1

1

1

1

Go back to the
first page you
were on

1

1

1

1

1

1

Go to the
activity entry
page

5

3

4

2

1

3

Change the
color of the
activity entry to
yellow

1

4

5

1

1

2.4

What key do
you press to
enter in a new
activity? Press
that key

1

1

3

1

2

1.6

Submit those
activities to the
log

2

2

1

1

3

1.8

Change the
activity bullet
back to its
original color

1

3

2

1

1

1.6

go to the
calendar page

2

1

1

1

1

1.2

select the next
day in the week

1

1

1

1

1

1

Apply a red filter
to the calendar

1

1

1

1

1

1

Go back to the
previous
calendar setting

1

1

1

1

7

2.2

Return to the
goals page

2

1

1

1

2

1.4

24

28

29

17

34

26.4

Total # of
Attempts

17

User 1
#Prompts

User 2
#Prompts

User 3!
#Prompts

User 4
#Prompts

User 5
#Prompts

Average
#Prompts

Level 1 Prompt

1

1

0

0

2

0.8

Level 2 Prompt

1

2

3

0

1

1.2

Level 3 Prompt

0

0

0

0

1

0.2

User 1

Functionality
guess rate

User 2

82%

User 3!

91%

82%

User 4

User 5

100%

Average

55%

82%

6.3 Usability Test #1 Data Analysis:!
Due to the prescribed requirement that the script be passed in under 32 total attempts,
any action that took 2 or more attempts to complete would be considered to be trending
towards a failure as the minimum number of attempts to complete the script is 16. (16 *
2 = 32, failure). Based on this logic any action that scored an average of 2 or higher can
be considered to have usability issues, the higher the score the great the issue in
usability and intuitiveness considering each action can be completed in one attempt.!

!

Action: “add milestone to the page”: This was the highest rated action at 3.6, though this
score was skewed by user #5 with a total of 9 attempts if user #5’s attempts were reset
to 1 the average rating would still be rated a 2. The difficulty found in this action can be
considered due to the competing number of small symbols on the goals page as well as
there being more than one button with and add/plus sign.!

!

Action: “Go to the activity entry page”: This was the second highest rated action at 3.0.
The high rating can be sourced to two main attributes the first being the name of the
page being mixed up with the activity log, the right side panel. Due to their similar
names the user’s typical first assumption was to click on this side panel in several
locations in an attempt to achieve the desired result. The second attribute was the
symbol for the navigation button to the activity entry page is rather cryptic, being 3
horizontal lines that do not necessarily associate with activity recording. User #5 though
scoring a 1 on this action claimed that it was still unintuitive.!

!

Action: “Change the color of the activity entry to yellow”: This was rated at 2.4. The fail
trending score for this can be linked to the lack of a clear association between the left
panels ability to modify the entry’s color as well as the fact that there exists a number of
similar bullet like entries in the activity log panel on the right side of the page.!

!

Action: “Go back to the previous calendar setting”: This was rated at 2.2. This score can
be dismissed as user #5 scored an outlier of 7 attempts when all other users scored a 1.!

!
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Action: “Submit those activities to the log”: This was rated at 1.8. This score was close
to a failure rating signifying that there might be some usability issues with it. This can be
linked to the fact that the submission button uses the same plus symbol as the add
goals button which shares the page with it. Users also attempted to drag the entries into
the activity log, suggesting that they did not associate the plus sign with submission.!

!

Summary: The average number of total attempts to complete the script was 26.4. This
would be considered a relatively successful score, but it could be argued that this score
is skewed by user #4’s near perfect attempt of 17. Removing this user from the average
leaves the total average at 28.75, precariously close to a failing score. Though
technically a passing score, alterations to the user interface to improve these
performances would be suggested.!

!

All of the prompts levels were at successful level, except for 1 level three prompt which
occurred when asked to return to the previous calendar setting. This could be
considered an outlier as all of the other users completed this activity without difficulty.!

!
The average guess rate was 82% well above the success thresh hold of 60%.!
!

Recommendations:!
As this was a test of usability and the intuitiveness of the application the addition of a
tutorial or a ask for help/more info feature to improve the application’s score would have
been counter intuitive. Yes, this will most likely have been helpful to the user in the final
application, yet for the sake of testing this would be a large handicap leading to scores
that misrepresented the application’s true usability.!
!
Some minor problems that could have worsened the application’s score were the
symbols used to depict actions and the navigation bar. Users seemed to have difficulty
identifying associations, claiming them to be unrecognizable. Developing more
recognizable symbols most likely would of lead to less confusion. User’s also found
some confusion between the activity log and the activity entry page, potentially
renaming the activity log would of helped users differentiate it from the activity entry
page, for example calling it the “activity display”. !
!
After testing it was identified that the solution that would most likely result in the
greatest improvement in score was a modification in layout and architecture of the page.
Users had trouble understanding how the left bubble panel modified each of the pages,
and appeared confused that it did more than just display the goal pages. The solution to
this was to take each major section from the application and fit them onto a single page,
so when a bubble was clicked all the elements would change simultaneously. This leads
to only one functionality for the bubbles, sparing the user confusion as to its use.
Additionally this restructuring put all of the sections in context with one another, helping
the user’s comprehension and preventing the user from having to navigate to find other
sections. This eliminated the need for a navigation bar all together. A potential drawback
to this was the greater number of elements on the page. An increased amount of visual
information could potentially make it more difficult for the user to identify specific
elements on the page and how they are associated with their corresponding action.!

!
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6.4 Usability Test #2 Data!
User 1
#Attempts

Action

User 2
#Attempts

User 3!
#Attempt
s

User 4
#Attempts

User 5
#Attempts

Average
#Attempts

Add a new
goal

2

3

3

7

1

3.2

Got to the pink
goal

1

1

1

1

1

1

Add a
milestone to
the page

1

1

1

1

1

1

Delete that
milestone

1

2

1

1

1

1.2

Mark a
milestone as
complete

1

1

1

1

1

1

Go back to the
first page you
were on

1

1

1

1

3

1.4

Enter in a new
Activity

1

3

1

1

1

1.4

Point to the
next day in the
week with
your cursor

3

1

2

1

1

1.6

Apply a dark
blue filter to
the calendar

1

1

1

3

1

1.4

Apply a pink
filter to the
calendar

1

1

1

1

1

1

Return to the
main page

1

1

1

1

1

1

14

16

14

19

13

15.2

Total # of
Attempts

User 1
#Prompts

User 2
#Prompts

User 3!
#Prompts

User 4
#Prompts

User 5
#Prompts

Average
#Prompts

Level 1 Prompt

1

2

0

0

1

0.8

Level 2 Prompt

0

2

1

1

0

0.8

Level 3 Prompt

0

0

0

0

0

0

!
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User 1

Functionality
guess rate

User 2

91%

User 3!

91%

91%

User 4

User 5

100%

Average

100%

94.6%

6.5 Usability Test #2 Data Analysis!

!

Due to the prescribed requirement that the script be passed in under 22 total attempts, any
action that took 2 or more attempts to complete would be considered to be trending towards a
failure as the minimum number of attempts to complete the script is 11. (11 * 2 = 22, failure).
Based on this logic any action that scored an average of 2 or higher can be considered to have
usability issues, the higher the score the great the issue in usability and intuitiveness,
considering each action can be completed in one attempt.!
!
Before analyzing any of the actions in this test script one can already see a notable
increase in usability. The old design test script had a total of 16 actions in order to complete the
script, where as the new design only requires 11 actions to complete it. This can be viewed as a
31% improvement in efficiency of the application as the minimum number of actions required to
utilize all of the applications features has decreased. This increase in efficiency can be seen as
an improvement of the overall usability of the application as the design itself demands less of
the user in order to operate it.!

!

Action: “Add a new goal”: This was rated at 3.2. This was the highest rated score and also the
only action to be scored above the fail rate thresh hold of 2. Almost all of the user’s experienced
difficulty with this action, and on average would with their first attempt enter in an activity into the
the input on the activity display panel. User’s appeared to confuse this with creating a new goal,
but would usually identify that this was not necessarily the correct action. It could be surmised
that because the input area is a standard used across the web each user’s first reaction was to
associate goals with this familiar web object. A second attribute to the users high attempt rate is
its lack of contrast in comparison to its surrounding elements, in that most of the elements are of
similar color values and are monochromatic. These leads to the add button blending in with the
page and not jumping out at the user, and so when the user is looking through the page to
understand how to complete the action the add button does not visually declare itself as a
potential first option.!
!
Interestingly enough this same action on the previous script rated a 1.2, considerably
lower than the new design’s rating, and almost a near perfect score. In comparing the two
designs, it is clear that in the new design there is a large amount of symbol competition that
does not exist in the old design. This competition was a problem that arose when conducting
usability testing on the old design when attempting to “add a milestone to the goal page”, rating
at 3.6, the highest score recorded in the first round of usability testing. The main problem that
can be extrapolated from this is that users are not associating the large plus sign for the add
goal button with the idea of goals, and so they are not inclined to click on this button.!

!

Action: “Point to the next day in the week with your cursor”: This was rated at 1.6, this was the
second highest rated activity. Though still a passable rating, being under 2, some usability
issues were pointed out by the users. Originally this same action in the first usability test, “select
the next day in the week”, rated a 1, a perfect score. The usability issue arises when in the
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newer design the calendar is flipped on it’s side, but more notably that when read from left to
right the calendar goes into the past, which in a typical calendar reading from left to right takes
the user into the future.!

!

Summary: Overall usability testing displays that the new design shows remarkable improvement
in usability over the previous design. The average for the total attempts to complete the script
was scored at 15.2 sitting at 38% above a perfect score of 11. This in relation to the older design
,which had an average score of 26.4 sitting at 65% above a perfect score of 16, shows that the
new design lead to a substantial 27% increase in usability and intuitiveness.!

!

Further Recommendations:!
The design at this stage was very usable, with an exceptionally successful score of 15.2. At this
stage there are only a couple minor recommendations that could help further decrease the
score. The first being an attempt to remedy the first action, “Add a new goal”, which if
completely fixed would lead to an additional 20% improvement in usability. Potential solutions to
this usability problem would be to: a) colorize/change the value of the add button to make it
stand out on the page, b) change the symbol of the plus sign to a symbol that is more
representative of goals, for example a star or trophy, c) place the add button in the same section
as the goal bubbles, so that it is on the other side of the divider and potentially benefit from
localized association, or d) use a combination or all 3 of these recommendations.!
!
A second way to get a quick boost in usability is to address the usability of the action
“Point to the next day in the week with your cursor”, which if resolved could lead to a 5%
improvement. Horizontally flipping the calendar would help prevent the user’s from getting
confused as to what is the past and future, and removing the divider between the calendar and
the day labels could help a user more quickly associate these with the days of the week on the
calendar.!
!
Considering the low scores for all of the other actions in the new script it may be best to
do more extensive usability testing with a larger pool of candidates in order to better identify
these smaller errors in usability.!

!

7. Societal Impacts!
!
Goal setting is a largely positive activity with no foreseeable negative impacts. By
assisting in the organization, measuring, and tracking of one’s progress this will encourage a
more productive, happier, and self fulfilled society. The application designed during this senior
project will provide another avenue for people to approach their personal goals, and hopefully
encourage users to apply themselves more thoroughly, who would not have otherwise with
today’s current existing applications. As a web technology a greater number of users will have
access to the goal journaling tool, due to cross platform capabilities and low performance
requirements. By implementing the application in this fashion any user with a web connection
will be able to have access it, thereby allowing for maximum exposure and potential benefit.!
!
Setbacks can arise when using a planner or management application when a user is
overly ambitious with their perceived schedule. This can lead to apathy and disinclination to
work towards one’s goals, where initially properly motivated. Where as with the journaling
application there exists only progress recognition, introducing a cycle. A sense of progress leads
to greater motivation, greater motivation leads to greater productivity, and greater productivity
leads to more progress. This applications offers a method to enter into this positive feedback
loop, and can help sustain this cycle, creating more happy and productive users ready to make
a positive impact on themselves and others.!

!
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8. Future Work !
A first potential next step would be to address the usability issues with the final design at the
end of this project. A series of icons would be created symbolizing common personal goals.
These icons were meant to be implemented to allow the user to give each of their goals a
unique visual identity, but was not implemented due to time constraints.!
!
The next major step would be to develop a back end to the application to store data.
From there one can recruit a small group of users to use the application and conduct a long
term study and testing. This long term study should last somewhere between 1 to 3 months with
a bimonthly report from the user group discussing usability, meeting users needs, and perceived
effects on productivity. After this period an adjustment to designs can be made to meet any
unforeseen usability issues or identified user needs that should be addressed. From this
additional features could be developed that help visualize one’s efforts towards one’s goals. !
!
Another problem that could be addressed with this application is how the majority of
today’s goal applications do not bother to educate users on proper goal setting. Developing a
program within the application that informs users on methods and tips leading to successful goal
completion may prove insightful to users. Developing something like this and measuring its
success through alterations in the users’s use of the goal journaling application could give
insight into the effectiveness of today’s goal setting methods.!

!

9. Conclusion!
This project delved into the technical process of developing an application that attempts
to solve the common problem of goal accomplishment by involving users in every step of the
design process. It addressed and documented the difficulties that arose when trying to
implement a feasible product design while also satisfying the user’s needs. This met the Senior
Project’s objectives as a project requiring a high level of communication and technical skill as
well as proper initiative in order to coordinate testing, user input, and application development
into a finished product.!
!
The aim of this project was to build an application that addresses the problem of users
who wish to make progress towards their goals, but either lack the proper motivation or patience
to adopt a tool to help themselves move forward with their personal goals. The applications that
exist today largely fit in the realm of goal/task management and planners. This approach, with
the proper motivation, can be effective in helping one achieve his or her goals, but the act of
setting, logging, and planning activities, and then going back into the application to signal there
completion/failure is time consuming and unappealing to the average user. Instead of taking this
approach a goal journaling application was developed. By taking the benefits and passivity of
journaling techniques and applying them to goal accomplishment, users now have the option to
record and keep track of even minimal progress toward one’s goals in a manner that requires
little management.!
!
The hope is that this tool will help to turn what appears to be a daunting task into
something that is truly attainable by showing the connection between smalls steps and large
goals. Once people can make this connection, moving forward and accomplishing one’s goals
will be effortless.!

!

“The secret of getting ahead is getting started. The secret of getting started is breaking your
complex overwhelming tasks into small manageable tasks, and starting on the first one.”!
!
— Mark Twain!

!
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